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 The purpose of this thesis is to provide research, supporting paperwork, and 
production photographs that document the scenic design for the University of 
Maryland-College Park, Department of Theatre's Gilgamesh.  This thesis contains the 
following: research images collected to develop and visually communicate ideas 
about color, texture, scale, and mood to the production team; preliminary sketches 
and photographs of the !” scale model, visual tools used to convey the idea of the 
scenic design; a full set of drafting plates and paint elevations used to communicate 
the look of each scenic element to the technical director and paint charge; a unit list 
providing detailed information about each element of the scenic design;  a props list 
detailing each prop used in the production; and props / paint research images, used to 
visually supports the information in the unit and props list.  Archival production 
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Chapter 1: The Pre-Production Design Process 
1.1: Design Concept Statement 
 
 I approached the development of the scenic design for Izumi Ashizawa's 
Gilgamesh with the intention of creating a world that reflected the journey of 
discovery that links three of the play’s focal characters; Contemporary Soldier, 
George Smith, and Gilgamesh.  These characters represent a fusion of ideas that 
are simultaneously opposite and alike.  This play on the fusion of opposites 
surfaces repeatedly throughout the show: antiquity and modernity, male and 
female, real and mythological, etc.  My focus was to create a visual world that 
bridged these ideas.  I wanted to use the idea of discovery itself to inform the 
design of the set and, in particular, how it was used.  Thinking about the idea of 
discovery led me to the visual intrigue of how people and/or objects rise and fall 
into the space.  This opened up a world of possibility to suggest entrances and 
exits, suspension, and optical illusion.  It also meant that I could explore blurring 
the lines of space and time, suggesting a transformed world in which all three of 
the focal characters coexist in one world simultaneously.    
 My approach to the scenic design eventually came to center around the 
idea that the set I was creating represented a crack in the earth where the worlds 
of the play’s three focal characters converge.  This crack alters space and time, 
allowing bridges to connect, linking their worlds.  Each character passes through 
this fractured intersection point on their own, often dangerous, journey of 




human beings.  As Gilgamesh learns to accept his fate as a human and overcomes 
his weakness, he is able to immortalize himself through heroic deeds and culture, 
rather than immortality itself.   
 Every element of the scenic design for Gilgamesh contributed to the 
overall vision of the story being told.  The shape and placement of the audience 
seating became representative of the continuation of the broken tablet, which the 
story of Gilgamesh was first discovered on.  It also recalled the idea of George 
Smith's own excavation site.  The walls surrounding and enveloping the space 
recalled the fusion of water and sand, as well as life and death throughout the 
story.  Contained within this surround was George Smith's own above space, 
where he was able to scientifically observe and narrate, as if he were looking 
down upon his own excavation site.  Like the audience seating, the tiered, earthy 
deck and accompanying hanamichi bridge became evocative of the broken tablet, 
relating the story of Gilgamesh, as well as cracked earth, dry soil, and the 
nineteenth century excavation site.  The holes and cracked texture present 
throughout the set, primarily served as entrances and exits for beings coming and 
going from the mythological world of the play.  The most visually dominant piece 
of the set, the wall sculpture, developed into a representation of the journey and 
path that Gilgamesh goes on, recalling specifically the Wall of Uruk and the 
cuneiform reed wedges that form the text on the original broken Gilgamesh tablet.  
Ultimately, it was my goal that these elements, combined, bridged and supported 
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